The concept of ubiquitous computing and u-learning goes beyond portable computers. As new technologies evolve and more pervasive forms of technology emerge, computers will become 'invisible' and will be embedded in all aspects of our life. Wearable computers and embedded microchips are not as unbelievable or mind boggling. These innovations may have appeared strange and futuristic at first but, over time they blended into our everyday lives. In this age of progress and great change, we tend to easily adapt to the technologies and pedagogies that emerge. Ubiquitous technology and u-learning may be the new hope for the future of education. We want that learning doesn't only happen in four corners of classroom, house or inside the building but learning should be anytime and anywhere with the help of technologies. In this paper, we proposed a concept of LotG (Learning on the Go), a design of adaptive u-learning system.
Introduction
Ubiquitous learning (u-learning) is equivalent to some form of simple mobile learning that learning environments can be accessed in various contexts and situations. But, u-learning environment may detect more context data than e-learning. U-Learning Materials is defined as learning materials that may be transferred to mobile devices via cable or wirelessly and be operated in these mobile devices.
Ubiquitous learning is the next step in performing e-learning and by some groups it is expected to lead to an educational paradigm shift, or at least, to new ways of learning. The potential of ubiquitous learning results from the enhanced possibilities of accessing learning content and computer-supported collaborative learning environments at the right time, at the right place, and in the right form. Furthermore, it enables seamless combination of virtual environments and physical spaces [1] . The location-based optimal grouping service is to group geographically nearby students to together to create ad hoc online learning groups. In this service, the to give information on the right platform, delays, etc. Even if it is well known that current mobile devices can be used as computers, since they have computational and communication capabilities similar to computers of a decade ago, how to achieve this goal is not clear. One approach might be to have an operating system continuously monitoring sensors on the mobile device, thus adapting backlight, volume, orientation, temperature, and so on, to the changing environment. Another approach is to have a Web browser showing to the user context-aware data selected by means of information filtering techniques. In our opinion both these alternatives suffer from a lack of flexibility and a waste of computational power [5] .
To summarized, we have these learning systems that are existing nowadays.
Ÿ E-Learning: In a broad sense, the computer and network enabled transfer of knowledge Ÿ M-Learning: mobile technology based learning Ÿ S-Learning: smart-device based learning Ÿ U (Ubiquitous)-Learning: wherever and whenever learning possible using array of digital devices
Context-aware Adaptation
Context awareness is defined complementary to location awareness. Whereas location may serve as a determinant for resident processes, context may be applied more flexibly with mobile computing with any moving entities, especially with bearers of smart communicators. Context awareness originated as a term from ubiquitous computing or as so-called pervasive computing which sought to deal with linking changes in the environment with computer systems, which are otherwise static. Although it originated as a computer science term, it has also been applied to business theory in relation to business process management issues.
Context awareness is defined complementary to location awareness. Whereas location may serve as a determinant for resident processes, context may be applied more flexibly with mobile computing with any moving entities, especially with bearers of smart communicators. Context awareness originated as a term from ubiquitous computing or as so-called pervasive computing which sought to deal with linking changes in the environment with computer systems, which are otherwise static. Although it originated as a computer science term, it has also been applied to business theory in relation to business process management issues [4] .
Context-aware computing, and describe four categories of context-aware applications: proximate selection, automatic contextual reconfiguration, contextual information and commands, and context-triggered actions. [3] One significant aspect of this emerging mode of computing is the constantly changing execution environment.
The processors available for a task, the devices accessible for user input and display, the network capacity, connectivity, and costs may all change over time and place. In short, the hardware configuration is continually changing. Similarly, the computer user may move from one location to another, joining and leaving groups of people, and frequently interacting with computers while in changing social situations [3] .
[ Fig. 1 ]. Context-aware u-learning
To address the context-aware u-learning activities in more detail, a learning environment with several illustrative examples, Figure 2 shows the context-aware u-learning environment with RFID sensors and wireless networks. Each target plant has an RFID tag attached to it which records the identification data of the plant and each student is equipped with a PDA with an RFID reader which can read the data from the tag if the student is close enough. Once the u-learning system identifies the plant and animals, relevant information can be read from the database in the server via wireless communications [12] . While the learner is on his/her way walking technology such shown in the figure above is working and transmitting data to the server via mobile devices and the learner response to the questions or direction given via mobile device. The context information is the main component of the LBS ubiquitous learning and it is something that will contribute for the success of the LBS.
Consideration in Designing a U-learning System
To design a u-learning system, there are things to consider.
Points to consider N-Screen Technology
• Consider mobile location, in home, office, work, school, outside.
• Saving progress point of contents without download Though technically there are differences, N-Screen (or nScreen) Services and Multi-Device Services (or Connected Devices or Device Proliferation) are often used to express the same technology. N-Screen is described as a unified entertainment experience across several devices, meaning that one can flit between watching the same program on one's TV, tablet or smartphone, with the software adapting the programming to the various formats automatically. 
One Source Multi-platform & Browser
The adaptive u-learning system should run in any Browser (Explorer, Chrome, Firefox, and Safari) and in any Device, PC, smartphone, pad, Notebook. In computing, cross-platform, or multi-platform, is an attribute conferred to computer software or computing methods and concepts that are implemented and inter-operate on multiple computer platforms. The software and methods are also said to be platform independent.
Cross-platform software may be divided into two types; one requires individual building or compilation for each platform that it supports, and the other one can be directly run on any platform without special preparation.
Mobile Push: Checking Progress User
• SMS cost down • Real time message
Hybrid Mobile App: HTML5, CSS3 and Java scripts
It is an advantage to develop a u-learning system with hybrid mobile app with HTML, CSS3 and JavaScript for low cost maintenance and rapid rebuild service.
Hardware, software and human requirements
In designing a u-learning system, it is very important to consider the hardware and software requirements. 
Proposed Design
In this study we design an adaptive ubiquitous learning environment in a way that when the learner approaches the next object, that object is 'aware' of what the learner already knows. Throughout this procedure the adaptive u-learning server module is only accessed as required by the objects. A learner's interaction with objects during the session can also be tracked and stored on the server. On the learner's next visit, the adaptive u-learning system is 'aware' of the learner's accumulated knowledge and can assist learning constructively by building on this knowledge. In this way the learner's learning experience can be enhanced and a deeper understanding may be attained.
In LotG, the learning environment like park, museums, malls, exhibition center, home have a u-learning microprocessors and sensors implanted. Though at present this technology is not yet realized, but it is not impossible to happen. Nowadays, in advance countries, libraries, parks, museum and tourist attractions have an installed information system or QR codes to automatically search the place or read the information. But this type of application is not adaptive. What we want to design is that the learning is adaptive in a way that the discovery of learning information in surroundings is automatically detected by mobile devices with the use of sensors, microprocessors and wireless technology.
The type of content suitable to be taught within the adaptive u-learning system includes knowledge based disciplines such as History, Geography and the Sciences, which require knowledge transfer, reflection and active (physical or mental) participation. This may also be referred to as museum, or gallery, style learning which caters for the primary learning styles of visual, aural, and kinesthetic/tactile learning. Learners are encouraged to create their own knowledge from their surroundings as they move around in u-space and interact with various objects and devices.
[ Fig. 3 ]. Adaptive U-Learning environment
LotG: Adaptive u-learning System components

Sensors
Almost all mobile devices are equipped with some form of wireless network technologies (GSM, GPRS, UMTS, Bluetooth, Wi-Fi, Radio Frequency, IrDA, etc.), and can therefore sense if there is a network connection around them (and the strength of the corresponding electromagnetic field). Moreover, the device might be equipped with sensors capable of sensing data about the physical world surrounding the mobile device (e.g., noise, light level, temperature, etc.); also, the device might be able to receive data Sensors that is able to detect any changes in surroundings. Placed on adjacent to the object that will be used to recognize the presence of the learner; detect movement, light and etc. to relay context information. It is clearly identified through the above discussion that u-learning is not equal to "learning with u-computing technology", which emphasizes not only the usage of wireless communications, but also the sensor technology. More precisely speaking, "learning with u-computing technology" is a special case of mobile learning. In the following discussion, we shall focus on such a special definition of u-learning that employs mobile devices, wireless communications and sensor technologies in learning activities, called "context-aware u-learning", to distinguish it from the broad-sense definition of u-learning, and the concept of mobile learning .
2.
Microprocessors A microprocessor which has a memory which contains all the information about the device Ÿ Maximize just-in-time learning effects by providing basis for developing training curriculum that is best for U-learning Ÿ Increase statistical awareness by expanding training opportunities to the general public
Case Study
Here we present scenario that LotG adaptive u-learning is applied. This is based on the concept that our Feedback from the learner via the mobile learning device: includes the observed or sensed data of the target items (such as environmental temperature and acid value of water, air pollution, shape and color of a tree, machine status after performing an operation), acquired photos or interactions with the learning system (e.g., the answers to the test items or the log for operating the system). Personal data retrieved from databases: includes the learner's profile and learning portfolio, such as the predefined schedule of the learner, expected starting time of a learning activity, the longest and shortest acceptable time period of a learning activity, the learning place, the learning paths or sequences of a course, the constraints or prohibitions of a course of learning activity, etc. may not be desirable to have all the intermediary actions triggered, but delaying too long will make the system seem sluggish. Two problems to be addressed are the expressiveness of the predicate language, and the accuracy and timeliness of the underlying context information. [8] .
Conclusion
Ubiquitous learning is supported by ubiquitous computing and represents the next step in the field of e-learning. The goal is that learning environments will be accessed increasingly in various contexts and situations. From this challenge, new questions arise concerning the adaptation of learning spaces to different contexts of use, so that they continue to enable and support learning processes. We want that learning doesn't only happen in four corners of classroom, house or inside the building but learning should be anytime and anywhere with the help of technologies. In this paper, we proposed a concept of LotG (Learning on the Go), a design of adaptive u-learning system.
